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Creative End-user Software License Agreement 
PLEASE READ THIS DOCUMENT CAREFULLY BEFORE OPENING THE SEALED DISK PACKAGES 


This is a legal agreement between you and Creative Technology Ltd 
(“Creative”). This Agreement states the terms and conditions upon which 
Creative offers to license its following software sealed in the disk package 
together with all related documentation and accompanying items (jointly 
referred to as “Software” and the term “Software” includes but is not limited 
to executable programs, drivers, libraries and data files associated with such 
programs). 


Software 
Sound Blaster AWE32 software 


You, as the User, assume full responsibility for the selection of the Software 
to achieve your intended results, and for the installation, use and results 
obtained from the Software. 


BY OPENING THE SEALED DISK PACKAGE CONTAINING THE 
SOFTWARE, YOU ARE AGREEING TO BECOME BOUND BY THE 
TERMS OF THIS AGREEMENT. IF YOU DO NOT AGREE TO THE 
TERMS OF THIS AGREEMENT, PLEASE DO NOT OPEN THE 
SEALED DISK PACKAGE, PROMPTLY RETURN, WITHIN 15 
DAYS, THE SEALED DISK PACKAGE WITH ALL ITS CONTENTS 
AND ACCOMPANYING ITEMS TO THE DEALER FROM WHOM 
YOU OBTAINED IT FOR A FULL REFUND. 


CREATIVE END-USER SOFTWARE LICENSE AGREEMENT 


1. All Software identified above is licensed, not sold, to you for use only 
under the terms of this Agreement, and Creative reserves all rights not 
expressly granted to you. You own the disk or other media on which the 
Software is originally or subsequently recorded or fixed, but Creative 
retains all title and ownership of the Software and related 
documentation. 


2. The Software may be used by you only on a single computer. 
Therefore, you must treat the Sofiware just like a book. With the 
exception of item 4 below, “just like a book” means that the Sofiware 
may be used by any number of people and may be freely moved from 
one computer location to another, so long as there is no possibility of it 
being used at more than one location at any one time. Just like a book, 
the same copy cannot be read by two different people in two different 
places at the same time, neither can the same copy of Software be used 
by two different people in two different places at the same time. For 
supplementary licensing for multiple users, please contact Creative at 
the address indicated in this Agreement. 


3. You and your employees and agents are required to protect the 
confidentiality of the Software. You may not distribute or otherwise 
make the Software available to any third pasty. 

4. Except to the extent permitted by the laws of the jurisdiction you are in, 
you may not copy or reproduce the Software for any purpose except to 
make one (1) archival copy of the Software, in machine readable or 
printed form for backup purposes only in support of your use of the 
Software on a single computer. You musi reproduce and include 
Creative’s copyright notice on the backup copy of the Software. 


5. Any portion of the Software merged into (in breach of this Agreement) 
or used in conjunction with another software wil] continue to be the 
property of Creative and subject to the terms and conditions of this 
Agreement. You must reproduce and include Creative's copyright 
notice on any portion used in conjunction with another software. 


6. You may not sublease, assign or otherwise transfer the Software or this 
license to any other person without the prior written consent of Creative. 


7. You acknowledge that you are receiving a LIMITED LICENSE TO 
USE the Software and that Creative retains title to the respective 
Software. You acknowledge that Creative has valuable proprietary 
interest in the Software. Except to the extent permitted by the laws of 
the jurisdiction you are in, and/or as expressly provided for in this 
Agreement, you may nol use, copy, modify, or transfer the Software or 
any copy modification or merged portion in whole or in part. If you 
transfer possession of any copy modification or merged portion of the 
Software to another party, your license is automatically terminated. 


8. If you have purchased a NETWORK version of the Software, this 
License Agreement applies to the installation of the Software on toa 
single “file server”. It may not be copied on to multiple systems. Each 
“node” connected to the “file server” must also have its own “node 
copy” of the Sofware which becomes a license for that specific user. 


9. Except to the extent permitted by the laws of the jurisdiction you are in, 
you may not reverse engineer, decompile or disassemble the Software. 


TERMINATION 

The License granted to you is effective until terminated. You may terminate 
it at any time by retuming the Software to Creative together with all copics 
modification and merged portions in any form. The License will also 
terminate upon conditions set forth elsewhere in the Agreement, or if you fail 
to comply with any term or condition of this Agreement. You agree upon 
such termination to retum the Software to Creative together with all copies, 
modifications, and merged portions in any form. Upon termination, Creative 
can also enforce any rights provided by Law. The provisions of this 
Agreement which protect the proprietary rights of Creative will continue in 
force after termination. 


LIMITED WARRANTY 

Creative warrants, as the sole warranty, that the disks on which the Software 
is furnished will be free of defects in materials and workmanship under 
normal use and conditions for a period of sixty (60) days from the date of 
delivery to you as evidenced by a copy of your receipt. No distributor, dealer, 
of any other entity or person is authorized to expand or alter this warranty or 
this Agreement. Any such representatives will not bind Creative. Creative 
does not warrant that the functions contained in the Software will meet your 
requirements or that the operation of the Software will be uninterrupted or 
error-free. Except as stated above in this section, the Software is provided 
as-is without warranty of any kind either expressed or implied, including but 
not limited to the implied warranties of merchantability and fitness for a 
panicular purpose. You assume entire risk as il applies to the quality and 
performance of the Software. Should the Software prove defective, you (and 
not Creative, authorized Creative distributors or dealers) assume the entire 
cost of all necessary servicing repair or correction, This warranty gives you 
specific tegal rights and you may also have other rights which vary from 
country/state to country/state. Some countries/states do not allow the 
exclusion or implied warranties, so the above exclusion may not apply to you. 


LIMITATION OF REMEDIES AND DAMAGES 

Creative's entire liability and remedy will be: 

1. The replacement of any disk not meeting Creative's “Limited 
Warranty” explained above and which is retumed to Creative or an 
authorized distributor or dealer with a copy of your receipt; or 

2. ‘If Creative is unable to deliver a replacement disk which conforms to 
the warranty provided under this Agreement, you may terminate this 
Agreement by retuming the Software to Creative, authorized Creative 
distributor or dealer from whom you obtained the Software and your 
license fee will be refunded. 


PRODUCT RETURNS 

If you must ship the Software to an authorized Creative distributor, dealer or 
to Creative, you must prepay shipping end cither insure the Software or 
assume all risk of loss or damage in transit. To replace a defective disk during 
the sixty (60) days warranty period, if you are returning the medium to 
Creative, please send us your name and address, the defective medium and a 
copy of the receipt to the Creative Technica) Support Centre nearest you. 
In no event will Creative be liable for any damages direct, indirect, incidental, 
or consequential, including damzges for any lost profits, lost savings, or other 
incidental or consequential damages arising out of the use or inability to use 
such Software, even if Creative has been advised of the possibility of such 
damages, or for any claim by any other party. Some countrievstates do not 
allow the limitation or exclusion of liability for incidental or consequential 
damages so the above limitation or exclusion may not apply to you. In no 
event will Creative's lizbility of damages to you or any other person ever 
exceed the ammount of the license fee paid by you to use the Software 
regardless of the form of the claim. 


US. GOVERNMENT RESTRICTED RIGHTS 

All Software and related documentation are provided with restricted rights. 
Use, duplication or disclosure by the U.S. Government is subject to 
restrictions as set forth in subdivision (b)(3)ii) of the Rights in Technical 
Data and Computer Software Clause at 252.227-7013. 
Contractor/manufacturer for the Software is : 


Creative Technology Ltd 
67 Ayer Rajah Crescent #03-18 
Singapore 139950 


GENERAL 

This Agreement is governed by the laws of the State of California (except 
federal law governs copyrights and register trademarks). If any provision of 
this Agreement is deemed invalid by any court having jurisdiction, that 
particular provision will be deemed deleted and will not affect the validity of 
any other provision of this Agreement. Should you have any questions 
concerning this Agreement, you may contact Creative at the address stated 
above. Should you have any questions regarding the product of technical 
matters, please contact the Creative Technical Support Centre nearest you. 


Regulatory Information 


The following sections contain the notices for the USA and Canada. 


Notice for the USA 


FCC Part 15: This equipment has been tested and found to comply with the limits for a Class B 
digital device, pursuant to Part 15 of the FCC Rules. These limits are designed to provide 
reasonable protection against harmful interference in a residential installation. This equipment 
generates, uses, and can radiate radio frequency energy and, if not installed and used in 
accordance with the instructions, may cause harmful interference to radio communications. 
However, there is no guarantee that interference will not occur in a particular installation. If this 
equipment does cause harmful interference to radio or television reception, which can be 
determined by turning the equipment off and on, the user is encouraged to try one or more of the 
following measures: 


QO Reorient or relocate the receiving antenna. 
QO Increase the separation between the equipment and receiver. 


Q Connect the equipment into an outlet on a circuit different from that to which the 
receiver is connected. 


Q Consult the dealer or an experienced radio/TV technician for help. 


Caution 
To comply with the limits for the Class B digital device, pursuant to Part 15 of the FCC Rules, 


this device must be installed in computer equipment certified to comply with the Class B limits. 


All cables used to connect the computer and peripherals must be shielded and grounded. 
Operation with non-certified computers or non-shielded cables may result in interference to radio 
or television reception. 


Modifications 


Any changes or modifications not expressly approved by the grantee of this device could void 
the user’s authority to operate the device. 


Notice for Canada 


This apparatus complies with the Class “B” limits for radio interference as specified in the 
Canadian Department of Communications Radio Interference Regulations. 


Cet appareil est conforme aux normes de CLASSE “B” d’ interference radio tel que spécifié par 
le Ministére Canadien des Communications dans les réglements d’interférence radio. 


Safety Information 


CAUTION: This device is intended to be installed by the user ina CSA/TUV/UL certified/listed 
IBM AT or compatible personal computers in the manufacturer’s defined operator access area. 
Check the equipment operating/installation manual and/or with the equipment manufacturer to 
verify/confirm if your equipment is suitable for user-installed application cards. 


ATTENTION: Cette carte est destinée a étre installée par |’utilisateur, dans un ordinateur 
compatible certifié CSA/TUV/UL ou listé IBM AT, a l’intérieur de la zone définie par le 
fabricant. Consulter le mode d’emploi ou le fabricant de I’ appareil pour vérifier ou confirmer si 
l'utilisateur peut y installer lui-méme des cartes périphériques. 


Compliance 


This product is in conforminty to the following Council Directive: 
QO) Directive 89/336/EEC, 92/31/EEC (EMC) 
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In Windows 95 .22...........cssssseseceessssssscseeees 
in DOS/Windows 3.1X ......sccccccccsessssssssees 


Introduction 


Welcome to the world of advanced wavetable synthesis! 


Your 16-bit audio card allows you to achieve realistic acoustic 
reproduction through a wide range of digitized sound samples. It also 
has a built-in Creative 3D Stereo Enhancement technology which 
enriches the depth and breadth of the sounds produced. 


Fully Adlib and Sound Blaster compatible, your audio card supports 
the following features: 
Q) Plug and Play ISA Specification version 1.0a compliance, 


Q) Major MIDI standards such as General MIDI, Roland GS and 
MT-32. 


) Compression algorithms such as A-law, Mu-law, CTADPCM, 
and IMA-ADPCM. 


Relax and enjoy as we show you how to install and make the most of 
your audio card through this simple Getting Started manual. 


Before You Begin 


Before starting on your audio exploration, you need to do a few pretty 
mundane but very important things. Please read the following sections 
thoroughly: 


Q) Checking System Requirements 
Q) Getting Latest Information 

Q) Making a Copy of Your Diskettes 
QO) Using This Guide 

Q) Document Conventions 


Checking System Requirements 


The minimum system requirements for your audio card are: 


QO 


QO 
Q) 
Q 


An 80386 computer or higher, with an EGA or VGA card 
installed (VGA recommended). 


7.5 MB of hard disk space for your audio card’s software. 
4 MB RAM. 


Windows 95 or 
Windows 3.1x and a Plug and Play Configuration Manager. 


Getting Latest Information 


Your package may come with a CD-ROM or diskettes to install your 
audio software. The README file, situated on the CD-ROM or first 
diskette, contains the latest information and changes not available at 

the time of printing. Please read the file before you continue. 


If you are about to follow the steps for reading the README 
file on the audio software installation CD-ROM, we assume 
that you already have a CD-ROM drive installed. 


To view the file in Windows 95 using the audio software’s first 
installation diskette: 


1. 


2 
3. 
4 


Start Windows 95. 


. Insert the diskette into your floppy drive. 


Open the My Computer group box. 


. Double-click the drive icon for the drive containing your 


diskette. 
The README file appears in the folder. 


. Double-click the README file. 


The Windows 95 Notepad appears, displaying the text of the 
README file. 


To view the file in Windows 95 using the audio software’ s installation 
CD-ROM: 


ie 
2. 


Start Windows 95. 


Insert the CD-ROM into your CD-ROM drive. 

If Windows 95 automatically starts playing the CD-ROM, a 
dialog box prompting you to install the software or exit the 
setup will appear. 


Choose Exit. 


4. Open the My Computer group box. 
5. Right-click on the CD-ROM drive icon. 


A menu appears listing the various options available to the 
drive. 


. Select README. 


The Windows 95 Notepad appears, displaying the text of the 
README file. 


To view the file in DOS/Windows 3.1x: 


. Start your computer. 


If your package comes with installation diskettes, insert the 
first installation diskette into your floppy drive. However, if 
the package comes with an installation CD-ROM, insert the 
CD-ROM into your CD-ROM drive. 


Change to the drive containing the file. Normally, this is drive 
A or B for an installation diskette and drive D for a CD-ROM. 


Type README and press <Enter>. 
The Windows 3.1x Notepad appears, displaying the contents of 
the Readme file. 


If you want to read the file in Windows 3.1x, you can do so by 
going to the Windows DOS box and following steps 3 and 4. 


xi 


Making a Copy of Your Diskettes 


If you have not made a copy of the original diskettes that come with 
your package, you should do so before installing the software in your 
system. Store your original diskettes in a safe place. 


Using This Guide 


xii 


This guide provides information on how to install your audio card. It 
is arranged as follows: 


Chapter 1, “Knowing Your Audio Card” 

Contains information about the various hardware components on your 
audio card. For the software-configurable settings, their possible 
settings are also listed in this chapter. If you are new to audio cards, 
we recommend that you read this chapter before you set up your card. 


Chapter 2, “Setting Up Your Audio Card” 

Guides you through the process of installing the card and associated 
software in your system. If you wish to install a CD-ROM drive, this 
chapter also gives you a brief overview on how to connect the 
CD-ROM drive to your audio card. 


Chapter 3, “Installing Software in Windows 95” 
If you are using Windows 95, this chapter helps you install the 
software for the operating system. 


Chapter 4, “Installing Software in DOS/Windows 3.1x” 
If you are using Windows 3.1x, this chapter shows you how to install 
the software in this operating system. 


Chapter 5, “Changing Your Audio Card Settings” 
Shows you how to change the hardware settings on your audio card. 


Appendix A, “General Specifications” 
Describes the general specifications of your audio card. 


Appendix B, “Hardware Information” 

Provides information on the connectors used to redirect sound from 
your PC speaker to the speakers connected to your audio card. 
Moreover, information on the SPDIF Connector (which transfers 
digital audio signals from recorder to recorder) is also provided. 


Appendix C, “MIDI Specifications” 
Lists the MIDI specifications of your audio card. 


Appendix D, “Troubleshooting” 

Provides tips and strategies for some of the problems you might 
encounter with your audio card either during installation or normal 
use. 
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Document Conventions 


This manual follows certain conventions to help you locate and 
identify the information that you need. These conventions are 
described in the following sections: 


() Text Conventions 
Q) Icons 


Please note that in this manual, Sound Directory or path refers to the 
directory where your audio card’s software is stored (e.g., SB16). 


Text Conventions 


The following text conventions are used to help you distinguish 
elements of the text in this manual (see Table i). 


Table i: Text Conventions. 


Command names, switches, and any text that 
must be entered exactly as it appears. 


italic Title of a book. When presented at the DOS 
command line, it is a placeholder that represents 
information you must provide. This information 
usually appears in the parameter listing after the 
command is presented. 


UPPERCASE | Directory name, file name, or acronym. 
Symbols, letters, and key names on the keyboard. 
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Icons 


In this manual, icons are used to highlight areas of text that require 
your attention (see Table 11). 


Table ii: Icons. 


Information or instructions that must not be taken 
lightly and should be noted. 


Cautions or warnings that you must pay attention 
to. Information highlighted by this icon tells you 
how to avoid situations such as the risk of not 

enough memory or even damages to your system. 
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Knowing Your Audio Card 


This chapter helps you locate and identify the components of your 
audio card. The components of the audio card comprises the 
following categories: 


Q) Jacks 
() Connectors 


QO) Jumpers 


Place the audio card in front of you as you go through this 
chapter. This will help you identify the various components 
described. 
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Jacks 


Jacks are one-hole connecting interfaces on your audio card. They 
allow you to attach other devices to your card. Jacks are found 
exclusively on the rear panel of your audio card as shown in 
Figure 1-1. 


Line In Jack 
Microphone In Jack 
Line Out Jack 
Speaker Out Jack 


Rear Panel 


Figure 1-1: The jacks on your audio card. 


Line In Jack 


The Line In jack allows you to connect devices such as a cassette, 
DAT, or Minidisc player to your audio card for playback or recording. 


Microphone In Jack 


The Microphone In jack allows you to connect a microphone for voice 
input. 


Line Out Jack 


The Line Out jack allows you to bypass your card’s internal amplifier 
to connect powered speakers or an external amplifier for audio output. 
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Speaker Out Jack 


The Speaker Out jack allows you to connect speakers for audio output 
from the card’s built-in power amplifier. The built-in amplifier has a 
maximum output power of four watts per channel from four-ohm 

speakers and two watts per channel from eight-ohm speakers. Do not 
play at maximum volume if your speakers cannot handle this power. 


Your audio card has no Speaker Out jack if it does not have a 
built-in amplifier. 


Connectors 


Connectors are also interfaces on your audio card that allow you to 
attach other devices to your card. But, unlike jacks, connectors consist 
of many pairs of pins as shown in Figure 1-2. 


Memory Module CD Audio PC Speaker 
Expansion slot AUX! connector connectors] connector 
AUX2 connector 


eee 


connector 


IDE CD-ROM Telephone Answering Modem 
Data connector Device connector connector 
SPDIF 
connector 


Figure 1-2: The connectors on your audio card. 


The connectors found on your audio card include the following: 
Q AUXI and AUX2 Connectors 
Q) CD Audio Connector 
Q) IDE CD-ROM Data Connector 
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Joystick/MIDI Connector 
Memory Module Expansion Slot 
Modem Connector 

PC Speaker Connector 

SPDIF Connector 


Telephone Answering Device Connector 


Oooocoo 


Your audio card may or may not have all the connectors listed 
here. If you cannot find a certain connector, please ignore all 
documentation on this connector in this guide. 


AUX1 and AUX2 Connectors 


The AUX1 and AUX2 connectors allow you to connect additional 
internal audio sources such as TV Tuner, MPEG, or other similar cards 
to your audio card. The volumes of your AUX1 and AUX2 devices 
are controlled by the CD and Line In volume sliders respectively in the 
Mixer. 


Please refer to the User’s Guide of your audio card for further details 
on the Mixer. 


CD Audio Connector 


The CD Audio connector allows you to connect the CD Audio cable 
from your audio card to a CD-ROM drive. With speakers connected 
to your audio card, you can listen to audio from the CD-ROM drive. 


For more information, please refer to the documentation that comes 
with your CD-ROM drive. 


Joystick/MIDI Connector 


The Joystick/MIDI connector allows you to connect a joystick or 
MIDI kit to your audio card. 
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The optional MIDI kit contains a MIDI adapter with a joystick 
connector so that you can plug in a joystick and a MIDI device 
simultaneously. The kit also comes with a sequencing software that 
allows you to record, play and edit MIDI files. 


IDE CD-ROM Data Connector 


The IDE CD-ROM Data connector allows your audio card to be 
connected to an IDE CD-ROM drive. 


Please refer to the CD-ROM drive’s documentation for detailed 
instructions on how to connect and install the CD-ROM drive. 


Memory Module Expansion Slot 


The Memory Module Expansion slot allows you to install SIMMs on 
your audio card so that you can have more RAM for your MIDI 
instrument samples. You can add up to a maximum of 28 MB RAM 
with the SIMMs (see “Changing Your Audio Card Settings” in page 
5-1). 


We recommend that you use a pair of SIMMs with the same 
capacity. The SIMM RAM access time must be 80 
nanoseconds or less. 


Modem Connector 


The Modem connector allows you to connect your audio card to any 
voice modem that is specially designed for this interface. You can also 
connect a Creative Modem Blaster series card to your audio card to 
perform voice recognition and modem functions concurrently. In 
addition, you can upgrade to full telephony functionality later. 


If you are using this connector, please refer to Modem Blaster’ s 
documentation for further instructions. 
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PC Speaker Connector 


The PC Speaker connector makes it possible to redirect sounds that 
normally come from the PC speakers to your external speakers. Please 
refer to Appendix B, “Hardware Information“ for further details. 


SPDIF Connector 


The SPDIF (Sony/Philips Digital Interface Format) connector allows 
you to transfer digital audio signals from one recorder to another. In 
this way, the fidelity of a transferred digital signal is preserved. You 
can transfer digital signals from your audio card to a recorder only 
through the SPDIF connector. 


Please refer to the “Hardware Information” appendix for the SPDIF 
Connector’s pin definitions. 


Telephone Answering Device Connector 


The Telephone Answering Device connector provides a mono 
connection from a standard voice modem to your audio card. It also 
transmits microphone signals from your card to the modem. 
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Jumpers 


Jumpers are groups of pins that you can configure to define the 
hardware settings of your audio card (see Figure 1-3). 


= 


7 
SBen' 


4 


Figure 1-3: Jumpers. 


A jumper exists in two states: enabled or disabled. A jumper is 
enabled when a plastic hood, called jumper block, is placed over the 
jumper’s two pins as shown in Figure 1-4. 


Jumper Block 


Jumper 


Figure 1-4: An enabled jumper. 
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In contrast, a disabled jumper is one with no jumper block over it or 
one with a jumper block over one pin as shown in Figure 1-5. 


Figure 1-5: Two types of disabled jumper. 


=<} The rest of this chapter provides you with more information on 
=» the default hardware settings and preferred software 
configurable settings. If you wish to change these settings, see 
Chapter 5, “Changing Your Audio Card Settings”. 


Knowing the Hardware Settings 


The jumpers on your audio card are shown in Figure 1-6. 


Setting of DRAM Expansion 


Setting of MIDI 
Emulation Feature 


Figure 1-6: The jumpers on your audio card. 
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The DRAM_EN and MFBEN jumpers allow you to define the 
following hardware attributes respectively: 


CQ) DRAM Expansion 
Q MIDI Emulation 


DRAM Expansion 


] If your audio card has no DRAM_EN jumper, please ignore all 
= documentation in this guide that refers to this jumper. 


Your audio card can support additional 
RAM for the expansion of the MIDI 
instrument maps (apart from the 512KB 
already on board). Single Inline Memory 
Modules (SIMMs) can be used to provide ewer TARA 
more RAM. The presence of the SIMMs (Default) 

is set by jumper DRAM_EN. The factory 
default setting of jumper DRAM_EN, 
shown in Figure 1-7, is ‘No SIMMs’. 
Please refer to Chapter 5, “Changing 
Your Audio Card Settings” for more 
information on how to set the SIMMs. 


Figure 1-7 


MIDI Emulation 


The MFBEN jumper allows you to enable or disable the MIDI 
Emulation feature. This feature allows most real mode games, which 
do not support wave table synthesis, to play wave table music from the 
audio card. The MIDI output from the games is directed to the wave 
table music synthesizer rather than the MPU-401 interface. Games 
that have not been designed to use the wave table synthesis features on 
your card can now use them. 


Note that you also need to install the DOS AWEUTIL utility for MIDI 
Emulation to function properly. For more information, refer to the 
“Advanced WavEffects Utility” chapter in your audio card’s 
DOS/Windows 3.1x User’s Guide (printed or online). If the User’s 
Guide does not come with your package, you can refer to the 
AWEUTIL.TXT file found in your audio card’s directory. 
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[N Protected mode software does not support MIDI Emulation. 
=» You can still play music from this type of software using the 
4-operator synthesizer chip. 


The factory default setting for MIDI 
Emulation is enabled as shown in 
Figure 1-8. To change this setting, see 
Chapter 5, “Changing Your Audio Card 


Settings”. Enabled 
(Default) 


Figure 1-8 


Knowing the Software-Configurable Settings 


This section describes the following software-configurable settings 
that are set by your Plug and Play system: 


Q) W/O Addresses 
- Base I/O Address of Audio Interface 
- Base I/O Address of Game Port 
- Base I/O Address of IDE CD-ROM Interface 
- Base I/O Address of MPU-401 UART MIDI Interface 
- Base I/O Address of Stereo Music Synthesizer 
- Base I/O Address of Advanced WavEffects Synthesizer 
- Base I/O Address of 3D Stereo Enhancement Device 
Q) IRQ Lines 
- IRQ Line of Audio Interface 
- IRQ Line of IDE CD-ROM Interface 
C} DMA Channels used by Audio Interface 
Your audio card supports Plug and Play. This feature allows a Plug 
and Play system to assign resources such as I/O addresses and 


interrupts to the above software configurable settings required by your 
newly added audio card. 
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/O Addresses 


I/O addresses (or I/O address range) are areas of memory used by your 
computer’s microprocessor to distinguish among various peripheral 
devices connected to your system when sending or receiving data. 
There are several such devices on your audio card. These devices are 
listed in Table 1-1 with an example of Plug and Play assigned I/O 
address ranges. 


The base I/O address is the starting address of each I/O address 
range. 


Table 1-1: Possible /O addresses occupied by the audio card. 


[conic 
Franke 
[eomoRDH 
sie 16 
Ce 


IRQ Lines 


The IRQ (interrupt) line is the signal line your device uses to notify 
your computer’s central processor that it wants to send or receive data 
for processing. 
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Table 1-2 lists an example of IRQ lines that may be assigned to the two 
devices on your audio card that use IRQ lines. 


Table 1-2: Possible IRQ line assignment. 


: 
Audio Interface 


IDE CD-ROM Interface 


DMA Channels 


The DMA (Direct Memory Access) channel is the signal line your 
device uses to transfer data directly to the system’s memory. 


The Audio interface allows you to transfer data through the Low and 
High DMA channels. Table 1-3 shows a possible combination of 
DMA channels that may be assigned to the Audio interface which 
requires DMA channels. 


Table 1-3: Possible DMA channel assignment. 


DMA Channa 
a ar Audio interface’s Low DMA channel 
Audio interface’s High DMA channel 
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Setting Up Your Audio Card 


This chapter guides you through the process of installing your audio 
card. It is organized as follows: 


Q) Installing the Card 
Q Connecting Other Devices 


<=) If you are installing your audio card in a system that is running 

EN Windows 3.1x, you need to install a Plug and Play 
Configuration Manager before you proceed with the 
installation. The Plug and Play Configuration Manager allows 
you to install your Plug and Play audio card in a non Plug and 
Play system. 


Installing the Card 


Installing the audio card in your system is simple, so please follow the 
instructions carefully. 


To install the card: 


1. Switch off your system and 
all peripheral devices. 
Unplug the power cord 
from the wall outlet. 


The power cord and 
wall outlet shown may 
be different in your 
country. 


Figure 2-1] 
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2. Touch a metal plate on 
your system to ground 
yourself and discharge any 
static electricity. 


Figure 2-2 


3. Remove the cover from 
your system. 


4. Find a free 16-bit 
expansion slot in your 
system. 


8-bit slot 
16-bit slot 


Figure 2-4 


5. Remove the metal plate 
from the slot you have 
chosen and put the screw 
aside. 


Figure 2-5 
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6. Align your card’s 16-bit 
slot connector with the 
expansion slot and gently 
lower the card into the free 
slot as shown. 


8-bit slot 


16-bit slot 


Figure 2-6 


7. Secure the card to the expansion slot with the screw you 
removed from the metal plate. 


<= — If your package comes with a CD-ROM drive, you need to 
install the drive now. For more information, refer to the 
documentation provided with your CD-ROM drive. 


8. Replace the cover of your system. 
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Connecting Other Devices 


Once the audio card has been installed in your system, connect the 
speakers to your audio card’s Speaker Out Jack. Figure 2-7 shows you 
how to connect various devices to your audio card such as a 
microphone and a joystick. If you want to bypass the internal 
amplifier, connect powered speakers or an external amplifier to the 
Line Out Jack. 


CD-ROM Drive 


Data Cable 4) Cassette and CD Player,| 
Lie od ge Uneout Synthesizer, etc. | 


; J Aricropron 


< | upei Stereo AMP. 


aie. 
Joystick/MIDI ||| 


CD Audio © 
Connector ™ Line In 


Audio Card Headphone 


Figure 2-7: Connecting External Speakers and Other Devices. 


The joystick connector on your audio card is identical to that on a 
standard PC game control adapter or game I/O connector. You can 
connect any analog joystick with a 15-pin D-sub connector. It also 
works well with any application that is compatible with the standard 
PC joystick. To use two joysticks, you need a Y-cable splitter. 
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Installing Software in Windows 95 


After you have installed your audio card hardware, you can begin to 
install the software. This chapter guides you through the process of 
installing the audio card’s software in Windows 95 and comprises the 
following sections: 


Q) Setting Up Audio Card Drivers 
Installing Your Audio Card’s Applications 


Testing the Installation 


Ooo 


Uninstalling your Audio Card Software 


“=~ Before you start, make sure that you have installed Windows 

| 95 on your system. If you don’t have Windows 95 running 
before performing this installation, you will not be able to 
successfully complete the installation process outlined in this 
chapter. 


Setting Up Audio Card Drivers 


1g 


Jump to the next section, “Installing Your Audio Card’s 
Applications,” if you have just installed the CD-ROM drive 
that was packaged with your audio card or if your audio card’s 
drivers are already set up. 


You need software drivers to control your audio card. Installing these 
drivers in Windows 95 is easy as the operating system detects the 
existence of various audio card components, and either automatically 
installs the drivers or prompts you for the drivers. To set up the drivers 
for your audio card, you need your Windows 95 installation diskettes 
or CD-ROM. Your audio card drivers are in them. 
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Et Some of the dialog boxes shown below may not appear if you 
=. _ have previously installed an audio card in your Windows 95 
system. 


To set up the drivers: 


1. Switch your system on. 
The audio interface on your audio card is detected. A dialog 
box similar to the one in Figure 3-1 appears. 


Figure 3-1: The New Hardware Found dialog box. 


2. If you are prompted for a Windows 95 installation diskette or 
CD-ROM, insert the indicated diskette or CD-ROM in a drive. 


3. If you inserted a Windows 95 diskette, specify the drive 
containing the diskette and choose OK. 


4. The IDE CD-ROM interface on your audio card is detected. If 
the dialog box similar to that in Figure 3-2 appears, click the 
Windows default driver radio button and choose OK. 


New Hardware Found 


Figure 3-2: The CD-ROM Drive Interface Found dialog box. 
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5. The joystick port on your audio card is detected. If the dialog 
box similar to that in Figure 3-3 appears, click the Windows 
default driver radio button and choose OK. 


New Hardware Found 


Figure 3-3: The Joystick Found dialog box. 


6. The wavetable synthesizer on your audio card is detected. A 
dialog box similar to that in Figure 3-4 appears. 


New Hardware Found 


Figure 3-4: The Wavetable Synthesizer Found dialog box. 


7. If you are prompted for a Windows 95 installation diskette, 
insert the indicated diskette in a drive and choose OK. 
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8. The 3D Stereo Enhancement device on your audio card is 
detected. A dialog box similar to that in Figure 3-5 appears. 


Figure 3-5: The 3D Stereo Enhancement Installation dialog box. 


9. Click OK. A Install From Disk dialog box similar to that in 
Figure 3-6 appears. 


Figure 3-6: The Install From Disk dialog box. 


10. Insert the Creative Drivers diskette into your floppy drive. 
Choose the appropriate drive and click OK. The required files 
are copied from the floppy drive to your hard disk. 


The drivers for your audio card are now set up. Go on to the next 
section to install your card’s applications. 
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Installing Your Audio Card’s Applications 


Your audio card applications can be installed from a CD-ROM or a 
diskette depending on whether an installation CD-ROM or an 
installation diskette is supplied in your package. 


To install from CD-ROM: 


he 


to 


Ensure that your CD-ROM drive is installed and working 
properly. If not, refer to your drive’s documentation to 
troubleshoot it. 


Load your audio card’s software installation CD-ROM into 
your CD-ROM drive. 

The CD-ROM supports Windows 95 AutoPlay mode and starts 
running automatically. If it does not, refer to Appendix D, 
“Troubleshooting”. 


Follow the instructions on the screen to finish installing your 
audio card’s applications. 


To install the applications from diskette: 


Insert the applications’ installation diskette into the appropriate 
drive in your system. 

Click [Stet in the task bar. 

The Start popup menu appears 


Select Settings from the Start popup menu as shown in 
Figure 3-7. 


Figure 3-7: The Start popup menu. 
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4. Select Control Panel from the Settings sub-menu. 
The Control Panel group box similar to Figure 3-8 appears. 


Date/Time 


3] 


Passwords 


|} 

La 
Regional t 
Settings Syiten 


Figure 3-8: The Control Panel group box. 
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5. Double-click the Add/Remove Programs icon. 
The Add/Remove Programs Properties dialog box similar to 


Figure 3-9 appears. 


Add/Remove Programs Properties 
Inetall/Uninstall | Windows Setup | Startup Disk | 
Bh ie Te 8 OY mes thy Cea TIO 


Coat] 


22) The following coftware can be automatically removed by 
Windows. To remove a program of to modify its installed 
components, select it from the list and click 

Add/Remove. 


Figure 3-9: The Add/Remove Programs Properties dialog box. 


6. Choose Install. 
7. Follow the instructions on the screen to finish the installation. 


Testing the Installation 


When the applications have been installed, you can test your audio 
card to find out if it is working properly. 


The testing procedure requires the Windows 95 Media Player. Follow 
the Start button’s menus, as depicted in Figure 3-12, to see if the 
Media Player icon is displayed. If it is not displayed, follow the 
instructions below to install the Media Player. If it is displayed, jump 
to the instructions on the next page to test the audio card. 
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To install the Media Player: 
1. Click the Start button. 


2. Select Settings and then Control Panel. 
The Control Panel group box is displayed. 


3. Double-click the Add/Remove Programs icon. 
The Add/Remove Programs Properties dialog box appears. 


4. Click the Windows Setup tab. 
The dialog box shown in Figure 3-10 appears. 


— 
i Add/Remove Programs Properties 


Figure 3-10: | The Windows Setup, Add/Remove Programs Properties dialog box. 
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5. Select Multimedia and choose Details. 
The Multimedia dialog box shown in Figure 3-11 appears. 


Multimedia 


Figure 3-11: The Multimedia dialog box. 


6. Click the Media Player check box and choose OK. 
7. Follow the instructions on the Media Player installation. 


The Media Player is now installed. Follow the instructions below to 
test your audio card. 
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To test the audio card: 
1. Click in the task bar. 


2. Select Programs, Accessories, Multimedia, and Media Player 
as shown in Figure 3-12. The Media Player appears and is 
shown in Figure 3-13. 


Tada - Media Player (sto 


Figure 3-13: The Media Player interface. 
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3. In the File menu, select the Open command. 
The Open dialog box appears with a list of sounds 
(see Figure 3-14). 


(EEA ESAS 1 eae a eae) [=<] 
Look in: [a Media x] & ee [EE ia] 
£) Chimes 
@:] Chord 
£4 Ding 
£) Tada 


{D:] The Microsoft Sound 


_ 
Fiesolippe: [Sound(.way) ast 


Figure 3-14: The Open dialog box. 


4. Select Tada from the list of sounds. 
. Choose Open. 
6. Click [>] on the Media Player. 
You should hear the Tada sound being played. 
If there is no sound during the test, check the following: 
) Speakers are connected to the card’s audio output connector. 


Q) Volume control knob of the speakers (if any) is set at 
mid-range. 


() No hardware conflict between the audio card and another 
peripheral card. 


The built in stereo power amplifier has a maximum output 

power of four watts per channel for eight ohm speakers. Do not 
play at maximum volume if your speakers cannot handle this 
power. 
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Uninstalling your Audio Card Software 


Many applications share resources and make modifications 
throughout your system. The Windows 95 uninstall feature allows you 
to remove applications cleanly or re-install them to correct problems, 
change configurations, or make version upgrades. You can use the 
uninstall feature on your audio card’s software. 


Please quit all your audio card applications before carrying out 
the uninstall procedure. If a card’s application is running 
during the uninstall procedure, that application will not be 
uninstalled. 


To uninstall the software: 


1. Click |j&Start 


2. Select Settings from the Start popup menu as shown in 
Figure 3-15. 


in the task bar. 


Hi Settings 
Ql fed 
B tier 
3] Bun.. 


Ry Shut Down... 


Figure 3-15: The Start popup menu. 
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3. Select Control Panel from the Settings sub-menu as shown in 
Figure 3-15. 
The Control Panel group box like the one in Figure 3-16 
appears. 


£1 Control Panel [OX 
File Edit View Help 


AddNew  FURWEEINNTS Date/Time Display 

Hardware Proarams 
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ss 3 
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Fonts Joystick Keyboard Modems 
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Mouse Multimedia Network Passwords 
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[Sets up programs and creates shortcuts. x 


Figure 3-16; The Control Panel group box. 
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4. Double-click the Add/Remove Programs icon. 
The Add/Remove Programs Properties dialog box similar to 
the one in Figure 3-17 appears. 


i Add/Remove Progtams Properties 


Figure 3-17: The Add/Remove Programs Properties dialog box. 


5. Select Sound Blaster AWE32 Software from the list and 
choose Remove. 
The files pertaining to your audio card applications are deleted. 


6. Follow the instructions on screen to complete the uninstall 
process. 
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Installing Software in DOS/ 
Windows 3.1X 


This chapter provides instructions to install your audio card’s software 
in a DOS/Windows 3.1x system. It consists of the following sections: 
Q) Installing From CD-ROM 
QO) Installing From Diskettes 
Q) Testing the Installation 


Your package may come with an installation CD-ROM or an 
installation diskette to install your audio card’s software. Please use 
the appropriate section based on the installation media provided in 
your package. 


Installing From CD-ROM 


Before you can install the audio card’s software from the CD-ROM, a 
CD-ROM drive must be installed and working properly in your 
system. 


If you have not yet installed a CD-ROM drive and associated 
drivers, refer to your CD-ROM drive’s documentation for 
instructions. You can use the diskette provided with the 
CD-ROM to install the drivers needed by your CD-ROM drive. 


To install the audio card’s software from CD-ROM: 
1. Quit to DOS if you are in Windows. 


The installation will not work if you install from the 
Windows DOS prompt. 


2. Insert the installation CD-ROM into your CD-ROM drive. 
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3. At the DOS prompt, change to the drive containing your 
CD-ROM. For example, type D:. 


4. Change to the WIN31 directory (e.g. type CD WIN31). 

5. Type INSTALL and press <Enter>. 

6. Follow the instructions presented on the screen to complete the 
installation. 


When you have completed the installation and rebooted, proceed to 
the section “Testing Your Installation” in this chapter to find out if 
your installation works. 


Installing From Diskettes 


If a diskette is provided, to install the audio card’s software: 
1. Quit to DOS if you are in Windows. 


<= The installation will not work if you install from the 
==} Windows DOS prompt. 


2. Insert your audio card’s installation diskette into a drive. 


3. Atthe DOS prompt, change to the drive containing your 
diskette. For example, if your diskette is in drive A, type A:. 


4. Type INSTALL and press <Enter>. 
5. Follow the instructions presented on the screen to complete the 
installation. 


When you have completed the installation and rebooted, proceed to 
the section “Testing Your Installation” in this chapter to find out if 
your installation works. 
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Testing the Installation 


Once you have installed the card, 
run the test program DIAGNOSE to Seid _-~7 Speakers 
make sure the card has been et \s ae 
installed properly. This program 
checks the base I/O address, IRQ Audio Cord 
line, and DMA channels used by 
the audio interface. It then displays 
a menu to let you test the card’s Figure 4-1 
sound and music output. 


To run the test program: 


1. Atthe DOS prompt, change to the directory containing your 
audio card’s software (e.g. C:\SB16). 


2. Type DIAGNOSE and press <Enter>. 


3. Follow the instructions on the screen to complete the test. 


If the test program stops or displays an error message when it is 
checking the audio interface’s base I/O address, IRQ line, or DMA 
channels, it may be due to a conflict between the audio interface and 
another peripheral device. To resolve the conflict, you have to change 
the settings of your audio interface. (See the section “Changing 
Resource Settings in Windows 3.1x/DOS” in page 5-7 or Appendix D, 
“Troubleshooting” on how to change the settings and resolve the 
conflicts.) 


If there is no sound output during the test, check the following: 


Q) Speakers are connected to the card’s audio output connector. 


Q) Volume control knob of the speakers (if any) is set at 
mid-range. 


Q) External amplifier or powered speakers is/are connected to the 
card’s Line Out jack if you decide not to use the card’s internal 
power amplifier. 


() No hardware conflicts between the audio interface and another 
peripheral device. 
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The built-in stereo power amplifier has a maximum output 
power of four watts per channel for four ohm speakers and two 

watts per channel for eight ohm speakers. Do not play at 

maximum volume if your speakers cannot handle this power. 


Understanding the Installation Program 


The installation program creates a directory you specify, and copies 
the software provided in it. It then allows you to set up your Windows 
applications by adding a command to the WIN.INI file to run 
WINSETUP.EXE. This command automatically creates the audio 
card program group and the application icons when you next run 
Windows. 


You can also choose to set up your Windows applications at a 
later time by running INSTALL from the audio card’s 
directory in your hard disk. INSTALL also allows you to 
selectively set up components that were not installed 
previously. 


The installation program also modifies your AUTOEXEC.BAT and 
CONFIG.SYS files. Details are provided in the following sections. 


The AUTOEXEC.BAT File Settings 


The installation program adds the following statements to the 
AUTOEXEC.BAT file. 


SET BLASTER=A220 I5 D1 H5 P330 E620 T6 
SET SOUND=C: \SB16 

SET MIDI=SYNTH:1 MAP:E 
C:\SB16\DIAGNOSE /S /W=C:\WINDOWS 
C:\SB16\MIXERSET /P /Q 
C:\SB16\AWEUTIL /S 


The first 3 statements set up the environment variables for your audio 
card. The last 3 statements run the DIAGNOSE, MIXERSET, and 
AWEUTIL utilities. 


The BLASTER statement is added by the DIAGNOSE utility, and the 
values shown above may differ from those in your system. Running 
DIAGNOSE with the /S parameter updates the BLASTER 
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environment with the resource settings from the Plug and Play 
Configuration Manager. Running DIAGNOSE with the 
/W=CAWINDOWS parameter updates the SYSTEM.INI file in the 
Windows directory with the resource settings from the Plug and Play 
Configuration Manager. 


Refer to the section “Changing Resource Settings in Windows 
3.1x/DOS” in page 5-7 for a description of the SOUND, 
BLASTER, and MIDI environment settings. For a description 
of the AWEUTIL utility, refer to your card’s Windows 
3.1/DOS User’s Guide or the AWEUTIL.TXT file. 


aa 


The CONFIG.SYS File Settings 


The installation program also adds the following statements to the 
CONFIG.SYS file if you choose to install the low-level DOS device 
drivers under custom installation. 


DEVICE=C:\SB16\DRV\CTSB16.SYS /UNIT=0 
/BLASTER=A:220 I:5 D:1 H:5 
DEVICE= C: \SB16\DRV\CTMMSYS.SYS 


The driver name CTSB16.SYS may be VIBRAI6.SYS in your 
installation. 


CTSB16.SYS (or VIBRAI6.SYS) and CTMMSYS.SYS are 
low-level device drivers that provide wave playback and recording for 
DOS applications. These include third-party DOS applications 
developed with Creative Lab’s Sound Blaster Developer Kit. These 
programs work with the drivers (such as CTWDSK.DRV, 
CTWMEM.DRV, CTVDSK.DRV, and CT-VOICE.DRV) that 
require the low-level drivers. The drivers are found in the DRV 
subdirectory of your audio card’s directory. 


If your system does not have enough memory when you are using 
Windows applications or playing DOS games, you can delete the 
above two statements from the CONFIG.SYS file using a text editor. 


At a later time, you may discover that you need the low-level device 
drivers for your software application. You can load them into memory 
by typing DIAGNOSE /A at the DOS prompt and pressing <Enter>. 
This command adds the required statements to the CONFIG.SYS file. 
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==} Please also refer to the section “Optimizing Memory Usage” in 


=} _ page 4-6 of this chapter on how to optimize your memory after 
you have loaded the low-level drivers. 


Optimizing Memory Usage 


Before you embark on loading CTSB16.SYS (or VIBRA16.SYS) and 
CTMMSYS.SYS into memory, you should consider whether you 
actually need these drivers to run your software. If you do, we 
recommend that you load them into high memory (e.g. using memory 
managers) to maximize your memory usage. 


If you don’t need these drivers (e.g., if you are running Windows 
applications or playing DOS games only), you can bypass the loading 
of these drivers. 


Using Memory Managers 


You can use one of the following memory managers: 


C) If you use Microsoft DOS 6.x, rn MEMMAKER to optimize 
the memory. (Please refer to the DOS 6.x documentation for 
instructions on how to use the MEMMAKER.) 


Q) If you have a memory manager like QEMM or 386MAX, 
please refer to the respective software’s documentation for 
instructions on how to optimize the memory by loading the 
drivers into the high memory area. 
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Bypassing the Loading of the Low-Level Drivers 


You may bypass the loading of the low-level device drivers in one of 
the following ways: 


OQ Using the DOS 6.x’s multiple boot sessions. With this feature, 
several sessions can be made available for selection during 
bootup. One session can contain settings that loads the drivers 
into memory. When you do not wish to load these drivers into 
memory, you can select another session that allows you to boot 
up the system without these drivers. (Please refer to your DOS 
6.x documentation for instructions on how to create the 
multiple boot sessions.) 


Q Using the Bypass Installation feature of the low-level device 
drivers. During system startup, simply press and hold down the 
<ALT> key after the RAM test. 
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Changing Your Audio Card Settings 


This chapter shows you how to change the settings of the jumpers, 
resources and Creative 3D Stereo Enhancement effect of your audio 
card. It is organised as follows: 


QA Closer Look at Your Hardware Settings 

Q Changing Jumper Settings 

Q) Changing Resource Settings in Windows 3.1x/DOS 

Q Enabling/Disabling Creative 3D Stereo Enhancement Effect 
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A Closer Look at Your Hardware Settings 


If you intend to change the hardware settings of your audio card, you 
should first become more familiar with the jumpers on the card shown 
in Figure 5-1. 


Setting of DRAM Expansion 


Setting of MIDI 
Emulation Feature 


Figure 5-1: Jumpers on the audio card. 


In this guide, the disabled and enabled jumpers are represented using 
blocks as shown in Figure 5-2. 


Figure 5-2: Representation of disabled (left) and enabled (right) jumpers. 
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Changing Jumper Settings 


The way the jumpers on your audio card are configured defines the 
hardware settings of the audio card. Before you change a jumper 
configuration, however, you should identify the current and the 
proposed settings. Check out how you can do so and then proceed to 
change the jumper configuration. 


To change the jumper settings: 


1. If you have already installed your audio card, switch off your 
computer and all other peripheral devices, and remove the 
system’s cover and card from your system. 


WN 


Identify the jumpers to change. 
For more information on the identities of the jumpers, refer to 
Figure 5-1. 


3. Remove the jumper blocks from the jumpers as shown in 
Figure 5-3. 


Figure 5-3: Removing the jumper block. 
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4. Select your desired jumper settings by placing the jumper 
blocks on the appropriate jumpers as shown in Figure 5-4. 


Figure 5-4: Inserting the jumper block. 


Changing the DRAM Setting 


f = If your audio card does not have a DRAM_EN jumper, please 
Bs ignore all documentation on this jumper in this guide. 


The jumper DRAM_EN configures your audio card to use the 
on-board 512 KB DRAM or the optional Single Inline Memory 
Modules (SIMMs). The factory default setting specifies use of the 512 


KB DRAM. 
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To change the DRAM usage, enable the jumper corresponding to the 
setting shown in Figure 5-5. 


! 

1 

1 

' 

1 

' 

! 

I 

DRAM_EN 1 


512 KB DRAM 
(Default) 


DRAM_EN 
| SIMM RAM Module 


Figure 5-5: The available DRAM Expansion settings. 
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Enabling/Disabling MIDI Emulation 


[N Read this section only if you are using your audio card in DOS. 


The MIDI Emulation mechanism on your audio card can be 
enabled/disabled using jumper MFBEN. The factory default setting is 
enabled. To change the setting, enable or disable jumper MFBEN as 
shown in Figure 5-6. 


MFBEN 


Enabled Disabled 


weer aenwwwnwrwrnn 


Figure 5-6: The available MIDI Emulation settings. 
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Changing Resource Settings in 
Windows 3.1x/DOS 


When your audio card encounters a conflict with another peripheral 
device, you need to change the resource settings of your audio card. 
This can be done by running the ISA Configuration Utility that comes 
with your system’s Plug and Play Configuration Manager. This utility 
shows you which resources are available for your audio card and 
allows you to choose them. 


When you have changed the resource settings, you will be asked to 
reboot. During reboot, your system’s environment will be updated 
with the new settings. You can view the system’s environment by 
typing SET at the DOS prompt. The three environment variables that 
belong to your audio card are described below. 


SOUND Environment Variable 


The SOUND environment variable specifies the directory location of 
your audio card’s drivers and software. The syntax for the SOUND 
environment variable is as follows: 


SOUND=path 


where path is the drive and directory of your audio card’s software 
(e.g. C:\SB 16). 


Nt There is no space before and after the equal sign. 


BLASTER Environment Variable 


The BLASTER environment variable specifies the base I/O address, 
IRQ line, and DMA channel of your audio interface. The syntax for 
the BLASTER environment variable is as follows: 


BLASTER=A220 I5 Dl H5 P330 E620 T6 
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=<] The values shown above may be different for your system. 


=» Also, there is no space before and after the equal sign, but there 
must be at least one space between two parameters. 


The settings for the parameters in the command are described below. 


Parameter 


Axxx 


oa 


Dx 
Hx 
Pxxx 
Exxx 


Tx 


Description 


Specifies the audio interface’s base I/O address. 
Default value of xxx is 220. 

Specifies the IRQ line used by the audio interface. 
Default value of x is 5. 

Specifies the Low DMA channel used by the audio 
interface. Default value of x is 1. 

Specifies the High DMA channel used by the audio 
interface. Default value of x is 5. 

Specifies the MPU-401 UART interface’s base I/O 
address. Default value of xxx is 330. 

Specifies the Advanced WavEffects chip’s base I/O 
address. Default value of xxx is 620. 

Specifies the card type. x must be 6. 


MIDI Environment Variable 


The MIDI environment variable specifies the MIDI file format used 
and where the MIDI data is sent to. The MIDI data can be sent to the 
internal stereo music synthesizer or MIDI port. 


Generally, there are three MIDI file formats available in the market, 
General MIDI, Extended MIDI and Basic MIDI. The syntax for the 
MIDI environment variable is as follows: 


MIDI=SYNTH:x MAP:x MODE:x 
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The parameters of the command are described below. 


Parameter 


SYNTH: 


MAP:x 


MODE:x 


Description 


x can be | or 2. 

I (default setting) specifies the stereo music 
synthesizer. 

2 specifies MIDI port. 

x can be G, E, or B. 

G specifies General MIDI file format. 

E (default setting) specifies Extended MIDI file 
format. 

B specifies Basic MIDI file format. 

x can be 0, I, or 2. 

0 (factory default) specifies General MIDI mode. 
] specifies General Standard mode. 

2 specifies MT-32 mode. 


Enabling/Disabling Creative 3D Stereo 
Enhancement Effect 


The Creative 3D Stereo Enhancement effect can be enabled or 
disabled in DOS and Windows 95. 


This effect allows you to eliminate speaker crosstalk which occurs 
when two speakers are placed close together. With this effect enabled, 
the mono and stereo sound produced by your speakers will have 
increased depth and breadth. 


In DOS 


To enable/disable the effect in DOS: 


1. At the DOS prompt, change to the directory containing your 
audio card’s software. 


2. Type CT3DSE ON to enable the effect or CT3DSE OFF to 
disable the effect. 
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In Windows 95 


To enable/disable the effect in Windows 95: 
1. Click § in the task bar. 


2. Select Settings and then Control Panel. 
The Control Panel group box appears. 


3. Double-click the System icon. 
The System Properties dialog box appears. 
4. Click the Device Manager tab. 
A list of devices in your system appears. 
5. Double-click Sound, video and game controllers. 
Your audio card’s name appears. 
6. Select your audio card and choose Properties. 
Your audio card’s properties dialog box appears. 
7. Click the Effects tab. 
The dialog box shown in Figure 5-7 appears. 


i Creative Labs Sound Blaster 16 Plug and Play Proper... Ea EG) 
t 


Figure 5-7: The Enable/Disable Creative 3D Stereo Enhancement dialog box. 


8. Click on the Enable/Disable check box to enable/disable the 
Creative 3D Stereo Enhancement effect. 


9. Choose OK. 
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General Specifications 


This appendix lists the general specifications of your audio card. 


Plug and Play 


Q) ISA specification version 1.0a compliant 


Advanced WavEffects 32 Music Synthesizer 


Q) 32-voice polyphony 

Q) 16 parts multi-timbral 

Q) 1 MB ROM of General MIDI sample 
(} 512 KB built-in DRAM 


or 


s.] If your audio card does not have a DRAM_EN jumper, it 
-* does not have 512KB DRAM built-in. 


Stereo Music Synthesizer 


Q) 4-operator 11-voice or 2-operator 20-voice stereo music 
synthesizer 


Q) Compatible with previous Sound Blaster and Adlib music 
synthesizer chips 
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Stereo Digitized Voice Channel 


Q) 16-bit and 8-bit digitizing in stereo and mono modes 

C) Programmable sampling rate, 5 kHz to 44.1 kHz in linear steps 
Q) High and Low DMA channels using a single interrupt 

Q) Dynamic filtering for digital audio recording and playback 


Built in Digital/Analog Mixer 
Q) Mixes sources from Digitized voice and inputs from MIDI 
devices, CD Audio, Line In, Microphone, and PC Speaker 


Q) Selectable input source or mixing of various audio sources for 
recording 


Volume Control 


Q) Software volume control of Master Volume, Digitized voice 
and inputs from MIDI device, CD-audio, Line-in, Microphone, 
and PC Speaker 


Q) PC Speaker at 4 levels in 6 dB steps 
Q) All other sources at 32 levels in 2 dB steps 


CQ) Treble/Bass control at 15 levels from -14 dB to 14 dB in 2 dB 
steps 


Q) Full software control of fade-in, fade-out, and panning 


Built-in Stereo Power Amplifier 


C) Four watts per channel with four ohms stereo output 


Q) Automatic Gain Control Amplifier/Fixed Gain Amplifier for 
Microphone Level 


Q) Internal or External Audio Output Amplifier 


A-2 General Specifications 


Your audio card may or may not have a built-in amplifier. 


MIDI Interface 


() Built-in MIDI interface for connection to external MIDI 
devices 


CD-ROM Interface 
Q) Built-in CD-ROM interface for IDE CD-ROM drive 


Your audio card may or may not have a CD-ROM 
interface. 


Upgrade Options 


() SIMM RAM modules for more sound samples 
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Hardware Information 


You may want to connect your audio card to other devices inside your 
system — for example, to a Creative CD-ROM drive or another audio 
card. Or, you may want to redirect the “beeps” that you hear from your 
system to your external speakers. 


This appendix helps you to do so by providing the following 
information: 


Q 


Ooococoocooo0do 


AUX1 Connector Pin Assignments 

AUX2 Connector Pin Assignments 

CD Audio Connector Pin Assignments 

IDE Connector Pin Assignments 

Modem Connector Pin Assignments 

PC Speaker Connector Pin Assignments 
SPDIF Connector Pin Assignments 

Telephone Answering Device Pin Assignments 


Redirecting PC Sounds to External Speakers 


Read this section only if you are an advanced user who knows 
how to use the pin assignments. If you want to redirect sound, 
you should also be familiar with your system’s motherboard 
and know where to find your system’s internal speaker. 


To locate the connectors on your audio card, see Figure 1-2. 


Note, however, that your card may not have all the connectors 
listed here. If it is so, please skip the relevant sections. 
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AUX1 Connecior Pin Assignments 


The PC Speaker connector has the following pin assignments as 
shown in Table B-1. 


Table B-1: AUX1 Connector Pin Assignments. 


AUX2 Connector Pin Assignments 


The AUX2 connector has the following pin assignments as shown in 
Table B-2. 


Table B-2: AUX2 Connector Pin Assignments. 


[rin [Siem | 00 
[aan 
ra 
Tana Ce 
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CD Audio Connector Pin Assignments 


Your audio card has two CD Audio Connectors. 


The CD Audio Connector [==] has the following pin assignments as 
shown in Table B-3. 


Table B-3: CD Audio Connector Pin Assignments. 


[Pm [Siem | 00 
Pr [ot 


CD Right Channel 


The CD Audio Connector Tr | has the following pin assignments as 
shown in Table B-4. 


Table B-4: CD Audio Connector Pin Assignments. 


[Pn [Siena | 10 | 
D1 [eo che [ON | 
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IDE Connector Pin Assignments 


The IDE connector has the following pin assignments shown in 
Table B-5. 


Table B-5: IDE Connector Pin Assignments. 
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Modem Connecior Pin Assignmenis 
The Modem connector has the following pin assignments shown in 
Table B-6. 
Table B-6: Modem Connector Pin Assignments. 


[i rpdon CO 
Pisco pov ayehcmcion (WA 
Mono neve ipo mod Lib ack [Ih 
ro 

Fon 


VO 
i N/A 
Analog Ground. In/Out 
5 | Left channel audio output to modem Out 
Analog Ground. 
7 | Right channel audio output to modem Out 
Mono line level input from modem to PC Speaker In 
Analog Ground. 


Microphone input from modem. 


PC Speaker Connector Pin Assignments 


The PC Speaker connector has the following pin assignments as 
shown in Table B-7. 


Table B-7: PC Speaker Connector Pin Assignments. 


SV 
PC Speaker Out | In | 
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SPDIF Connector Pin Assignments 


The SPDIF connector has the following pin assignments as shown in 
Figure B-8. 


Table B-8: SPDIF Connector Pin Assignments. 


Telephone Answering Device Connector Pin 
Assignments 

The Telephone Answering Device connector has the following pin 

assignments as shown in Table B-9. 

Table B-9: Telephone Answering Device Connector Pin Assignments. 
ee 
[Mono tieinommaien it 
iO Mcepianeoupatemoiem [Ow 
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Redirecting PC Sounds to External Speakers 


It is possible to redirect the sounds that normally come from your 
computer’s speaker to the speakers connected to the audio card. 


K If you do not know how to perform this process, seek the help 
of an experienced technician. 
To redirect PC sounds to external speakers: 
1. Locate the PC Speaker connection on the motherboard. 
2. Remove the speaker connection from the motherboard. 


3. From the motherboard, connect a wire from the +5V DC pin on 
the speaker connector to pin 1 of the PC Speaker connector on 
the audio card. 


4. Connect another wire from the PC Speaker Out pin on the 
motherboard speaker to pin 2 of the PC Speaker connector on 
the card. 
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MIDI Specifications 


This appendix is organized as follows: 
C) MIDI Implementation Chart 
Q) GS Drum Preset Maps 
Q) Preset Organization 
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MIDI Implementation Chart 


This section lists your audio card’s MIDI implementation chart. If you 
are not familiar with how to use the chart, read the following section 
on “Using MIDI Implementation Chart”. 


Table C-1: MIDI Implementation Chart. 


MIDI Channel 


Key Aftertouch 
Channel Aftertouch 


Pitch Bend *1 +/-2 Octave 
PitchBend 
Sensitivity 
recognized 


Control Change *1 
0, 32 

| 

6, 38 


Bank select 
Modulation 
Data entry 
Main Volume 
Pan 

Expression 
Damper Pedal 
Reverb Depth 
Chorus Depth 
NRPN LSB 
NRPN MSB 
RPN LSB 
RPN MSB 

All Sounds Off 
Reset All Controllers 
All Notes Off 


ProgamChangs [x _—ijou-a7 | 


Notes: 


»4 
x 
x 
Xx 
Xx 
X 
Xx 
X 
xX 
xX 
4 
X 
X 
Xx 
Xx 
»4 


e0o0ooo0o0oo0o0qo00q000 00 


~ 


*|: All channels repond to MIDI volume (including drums) 
Default power up : Bend = 2 semitones, master volume = 100, Controllers normal. 


Mode !: OMNI ON, POLY Mode 3: OMNI OFF, POLY 0: Yes 
Mode 2: OMNION, MONO Mode 4: OMNI OFF, MONO X: No 
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Using MIDI Implementation Chart 
A “MIDI Implementation Chart” is included with every MIDI device. 


To check feature compatibility between two MIDI devices: 


1. Fold the MIDI implementation sheets vertically along the line 
between the Transmitted and Received columns. 


2. Put the Transmitted column of the device you will use to send 
MIDI messages next to the Received column of the receiving 
devices. 


3. Compare the sending and receiving features to see whether 
features are compatible between the devices. See Figure C-1. 


If the feature is followed by matching Os, then the devices can use that 
feature together by means of MIDI. If either feature is marked with an 
X, then the two devices cannot be used together. Features that show 

ranges of numbers can be used together only in the values that overlap 
within two ranges. 


MIDI device A MIDI device B 


Figure C-1:| Comparing your MIDI implementation charts. 
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GS Drum Preset Maps 


=<] You need to insert the SIMM RAM to have GS and MT-32 
=} support. Otherwise, please skip this section. 


The following tables list the drum preset maps used by your audio 
card. If you are not familiar with how to use the maps, read the 
following section on “Using GS Drum Preset Maps”. 


Table C-2: GS Drum Preset Maps. 


Prog#, = 1: STANDARD Set 


1 Now 33:JAZZ Set 9:ROOM Set | 17:POWER Set | 25:ELECTRONIC Set 
Number 
Vm High Q 
: 28 st 
129 : Scratch Push 
——— [EX scratch pu 
i 31 | Sticks 
RPA SqurcCick 
| 33 
as REY MctronomeBell 
task Deum 
j Kick Drum 1 
C296 pp sise sick 
38 SaweDnmt aoe 
vores Hand Cl 
40 ‘SnareDuum2 
41 ;LowTom2 
eet Closed Hi-bot | 
43 ‘Low Tom! _ a 
——[BZG pedal Hi - hat 
45 | Mid Tom2 "Room Mid Tom 2 
ELF Open Hi - hat i eee: eee 
47 i Mid Tom 1 | Room Mid Tom 1 | Room Mid Tom 1 | Bloc Mid Tom 1 
C3) 48 High Tom 2 Room HiTom2 | RoomHiTom2 | Blec Hi Tom 2 
49 
[50° High Tom 1 Room Hi Tom 1 
ELS Rides Cymbal 1 i 
' 52 | Chinese Cymbal 
| 53 Ride Bell : 
____ IBZ Tambourine 
55 | Splash Cymbal 
—— EXIT cowbell Ce. 
‘37 [CrashCymbl2 0 
Sess 
59 | Ride Cymbs! 2 ; 


Blank : Same as the percussion sound of "STANDARD" 
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Table C-3: GS Drum Preset Maps. 


SSS ee 

| 17:POWER Set | 25:ELECTRONIC Set 

+ 
| 


[71 _|ShonHiWhinle : 
C5! 72 | LongLow Whistle Sei 
an 73 | ShotGuiro Pee Pee Se ne 
| 74 | Long Guiro | 
LER ctaves 
76 | High Wood Block 
77 | Low Wood Block = 


——ABD Mucdcuica ee Neh Ser eh RE ep 
719 Cuica See Me ath, AOR a cel 
ae Mute Triangle Daan iat ne Rats hth ee oe tll 


81 Open Triangle 
~~ BR P4e Shaker 
' Jingle Bell 


C6) 84 Belles we eee ee ee 
ane Castanels 


86 “MuteSudo ee a ep 
Surdo 
pa? eres nee 


Blank : Same as the percussion sound of "STANDARD* 
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Table C-4: GS Drum Preset Maps. 


Blank : Same as the percussion sound of "STANDARD" 
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Table C-5: GS Drum Preset Maps. 


y 


| NOD | 26:TR-808 Set | 41:BRUSH Set | 49:ORCHESTRA Set 


Blank : Same as the percussion sound of “STANDARD” 
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Table C-6: GS Drum Preset Maps. 


'4@ ___ Guitar cutting noise (down) 
G fiat eh Guitar cutting noise (up) 


: 50 | Strin of double bass 
52 51 | ke oa 


‘_ Laughing s 

53 __ Screaming 

—— EEX Pusch ews ; 

: §5 | Heart Beat 

= ar Footsteps! _ 
57 Footsteps? 

ro MEGA Appiause : ah 

59 Door Creaking oe 

1 __ Door 

C4 saad CP Scratch 

(62 Windchimes 

MEM coining 

«A __Cer-Stop 

| . Car-Pass 

_— WTS car-crash 

| 67 | Siren 

| 69 


— Ey Machine Gun 


| 74 ; Lasergua eta oe 
4 6 = | Harlesion — 
\97 | Horse-Galt 
mo 7 | Birds a 
"79 Raia ae 
aaiunar) Thunder 
| 81 | Wind 
i Scashore 
| 83 ! Surcam 
C6 84 : Bubble 
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Table C-7: GS Drum Preset Maps. 


Acoustic Bass Drum __ 

Acoustic Bass Drum 
RimShott 

__Acoustic Snare Drum 


_ Electronic Snare Drum 
_ Acoustic Low Tom 
SE EEA Closed High Het Closed High Hat 
| 43 ,_Acoustic Low Tom 
[ZY] Open High Hat 2 
,_ Acoustic Middle Tom 


| 47 Acoustic Middle Tom 
C3} 48 ‘Acoustic High Tom 
ed 39 ST 
(50 Acoustic HighTom 
——[EiI Ride cymbal 
$2 ane is 
_§3 Beene: soaks Mores 
—-—[EZE, Tembourine 
, §5 ene at heats! 
—-— EEE cowtei enariyee 
| 57 a a eee ee 
59 > ia 
C4! 60 High Bongo _ 
Low Bongo 
‘ 62 ' Mute High Conga 
a 63 h Conga 
____ Low Conga renee! 
65 _ HighTimbale 
[ER ow Timbale ( 
67 _ High Agogo oon 
pra! Low Agogo Saal 
oer 
OI views 
_ Short Whistle 


128:CM-64/32L Set 


anit = i 
CS 7? oy | Quijeda 
4 


C8(108 Bubble | 
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Using GS Drum Preset Maps 


This section helps you to understand what is a drum kit and how to use 
the GS drum preset maps. 


In the GS synthesizer mode, you can select any drum kit out of a 
selection of 10 drum kits (which includes the Standard Drum Kit) to 
play through MIDI channel 10. The choice of more drum kits offers 
you the flexibility to listen to songs with a wider variety of percussive 
instruments. These drum kits are shown in Table C-8. 


Each drum kit is essentially an instrument that you can select in the 
same way you select a melodic instrument. For example, to select the 
TR-808 drum kit, all you need to do is change the program in MIDI 
channel 10 to 26. All percussion sounds will then be played back 
through the TR-808 drum kit. 
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Table C-8: Drum kits for GS synthesizer mode. 


Standard/Jazz | 1/33 | Standard General MIDI drum kit. Jazz is 
similar to the Standard drum kit. 
Similar to that of the Standard kit except that 
it has more room ambiance. 

Power 17 Similar to that of the Standard kit, but with 
more powerful kick and snare drums. 


Electronic 25 Electronic drum kit. Most of the percussion 
instruments in this drum kit are 
reminiscence of old analogue and digital 
rhythm machines (e.g., the Roland TR-707 
and TR-909 rhythm machines). 

TR-808 26 Electronic drum kit, reminiscence of the 
Roland TR-808 rhythm machine. 

Brush 41 Similar to the Standard kit except that 
brushes have been added. This kit is mostly 
used for Jazz MIDI pieces. 

Orchestra 49 An immense collection of concert drums 
and timpani. 


A collection of sound effects. 


CM-64/32L | 128 Same as the MT-32 drum kit. This drum kit 
contains standard percussion at the lower 

range of the keyboard, and sound effects at 
the higher range of the keyboard. 
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Preset Organization 


This section lists the various preset organizations of your audio card. 


GM & GS Preset (Capitol tones) 
This section lists the Capitol tones for GM & GS preset. 


Table C-9: GM & GS Preset (Capitol tones). 
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Table C-10: GM & GS Preset (Capitol tones). 


[Progt | _tastrument | Progh [ Instrument 
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Table C-11: GM & GS Preset (Capitol tones). 


Prost 
[Fantasia | 90 | Warm Pad 
93 
95_|HaloPad | 96_| SweeoPad 
97_|teeRain | 98 | Soundtrack | 
[Cryst | 100 
1o1_| Brightness | 102 [Goorin 
103 | Echo Drops | 104 _| StarTheme 
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GS Preset (Variation Tones) 


Table C-12 and Table C-13 list the variation tones for GS preset. If 
you are not familiar with how to use use the table, please read the 
following section on “Using GS Preset (Variation Tones)”. 


Table C-12: GS preset (Variation tones). 
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Table C-13: GS preset (Variation tones). 


Gt. Cut Noise 


String Slap 


Breath Noise 
Fl. Key Click 


Seashore 


Horse-Gallop 
Telephone | 
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Using GS Preset (Variation Tones) 


This section helps you understand what is a user bank and how it 
relates to the GS preset maps shown in Table C-12 on page C-15 and 
Table C-13 on page C-16. 


Your audio card offers GS compatibility by including the user bank 
instruments found in GS. Instruments in a user bank are those that are 
similar in class or variation. For example, GM instrument number 25 
is Nylon String Guitar (see Table C-9 on page C-12) and its variation 
is Ukulele (sce Table C-12 on page C-15). 


An instrument from a user bank (called variation instrument) is just 
like any GM instrument. Assume you are editing a MIDI file and one 
of the tracks is using Nylon String Guitar. Upon the playback of that 
track, you find that Nylon String Guitar does not produce the sound 
that you want. You can then choose to use Ukulele, the variation for 
Nylon String Guitar. 


To do this, you need to insert a MIDI bank number of 8 (the bank 
number of Ukulele) into that track, followed by a program change of 
25 to select “Ukulele” as the instrument. 


The user bank instruments are available only in the “GS” mode 
of audio card. You can switch to “GS” mode via the Control 
Panel. 
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MT-32 Preset 


The following tables list the MT-32 preset. 


Table C-14: MT-32 Preset. 


Prog | Insrumen [Prog | Instrument | Prog 
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Table C-15: MT-32 Preset. 


| Prog# | Instrument | Progt | Prog# | Instrument 
Trombone 2{ 111 | Bottleblow 

Ea 112 
114 | Melodic Tom 
78 | Ea 
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Elec Perc 2 


Elec Perc | 
fsa Doe [ve 
| 99 |Vibe2 | 118. [Taiko 
sax3 || 100 |Syn Mallet | 119  |Taiko Rim 
Tor [ier 
Trombone | | 110 | Whistle 2 


If you set your audio card to the sound arrangement of MT-32, you 
will be able to play in the same manner as if you were playing the 
MT-32. However, since the sound module of MT-32 is organized 
differently from your audio card, you will not be able to perfectly 
duplicate the operations of the MT-32. 
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The delicate changes in the sound will appear different to those of the 
MT-32, when you change the sound of an instrument using such 
features as velocity, modulation, and aftertouch. 


Your audio card cannot recognize MT-32 exclusive messages. 
Therefore, if MT-32 exclusive messages are received by your audio 
card, the settings of your audio card will not be changed. 
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Troubleshooting 


This appendix provides some tips and strategies for some of the 
problems you might encounter with your audio card either during 
installation or normal use. 


Problems Installing Audio Card Software from 


CD-ROM 


The following are problems that you may encounter when installing 
your audio card’s software from CD-ROM. 


Problem The CD-ROM does not automatically run after you 
insert it in the drive. 


Cause The AutoPlay notification setting in your Windows 95 
system may not be enabled. 


Solution 1. Enable the “Auto Insert Notification” check box. 
This check box can be found in your CD-ROM 
drive’s properties page. To display this page: 


l. 


. Select Settings and then Control Panel. 


-F WwW N 


Click the Start button. 


. Double-click the System icon. 


Click the Device Manager tab and select your 
CD-ROM drive. 


Choose Properties. 
The properties page for your drive appears. 
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2. Alternatively, if you do not want to enable the “Auto 
Insert Notification” check box, perform the 
following steps: 


1. Double-click the My Computer icon on your 
Windows 95 desktop. 


2. Using your right mouse button, click the icon 
representing your CD-ROM drive. 
A pop-up menu appears. 


3. Select AutoPlay in the menu. 


4. Follow the instructions that appear. 


Problems with Sound 


The following are general problems you might encounter when trying 
to use sound. 


Problem No output from both the 8-bit and 16-bit digitized 
sounds when running the test program. 
Causes 1. Volume knob on your speakers is not set properly. 
2. Your speakers are connected to the wrong jack. 
Solutions 1. Check that the volume knob or any other volume 
control found on the speaker is not set to zero. 


2. Make sure the speakers are connected to the Speaker 
Out jack on your audio card. 
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Problems in DOS 


The following are problems you might encounter in DOS. 


Problem 


Cause 


Solution 


Problem 
Cause 


Solution 


SOUND or BLASTER environment could not be found 


The command to set up the SOUND or BLASTER 
environment might not be included in the 
AUTOEXEC.BAT file. The SOUND environment 
specifies the directory location of your audio card’s 
software while Blaster environment specifies the I/O 
address, IRQ line, and DMA channel settings of your 
audio interface. Both environment strings need to be set 
up in the DOS environment. When you install your 
audio card’s software, the commands to set up the 
environments are automatically added to the 
AUTOEXEC.BAT file so that both environment strings 
are set up whenever your system is started or restarted. 
Whenever you make changes to the environment 
strings, it is advisable that the changes be reflected in 
the AUTOEXEC.BAT file. 


To add the command to set up the BLASTER 
environment in the respective system files, run 
DIAGNOSE (see the section “Changing Resource 
Settings in Windows 3.1x/DOS” in page 5-7“The 
available MIDI Emulation settings.” on page 6). To set 
up the SOUND environment, use a text editor to insert 
the statement SET SOUND=C:\SB 16 into the 
AUTOEXEC.BAT file. Remember to reboot for the 
changes to take effect. 


Error message “Out of environment space”. 
The system environment space is used up. 


Add the statement SHELL=C:\COMMAND.COM 
/E:512 /P to the CONFIG.SYS file. /E defines a new 
size for the system environment space. You can choose 
a higher value if the environment size is already 
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Problem 


Cause 


Solution 


512 bytes. (Normally, the next value is 1024 bytes.) 
For more information on the above statement, refer to 
your DOS manual. 


System hangs during 16-bit digitized sound test. But 
8-bit works fine. 


Your system’s mother board cannot handle High DMA 
at full speed. On some machines, the DMA controller 
on the motherboard does not function properly during 
High DMA transfers. High DMA transfers on such 
machines might corrupt the data in main memory and 
cause the system to hang or encounter a parity error. 


To solve this problem, run the ISA Configuration 
Utility and select to use Low DMA in place of the High 
DMA channel. 16-bit PCM data will then be transferred 
through the Low DMA channel. 


Problems in Windows 3.1x 


The following are problems you might encounter when in 
Windows 3.1x. 


Problem 


Cause 


Solution 
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No sound when running your audio card’s Windows 
applications. 


One or more of the sound drivers might not be included 
in the SYSTEMLINI file. 


Check the SYSTEM.INI file by following the steps 
below: 


1. Choose Run from the File menu in Program 
Manager. 


2. Type SYSEDIT in the Command Line text box and 
choose OK. 


3. Make sure the following statements are present: 


[boot] 
drivers=msmixmegr.dll 


[drivers] 

timer=timer.drv 
midimapper=midimap.drv 
Aux=sb 1 6aux.drv 
Wave=sb16snd.drv 
MIDI=sbawe32.drv 
MIDI1=sb16fm.drv 
MIDI2=sb16snd.drv 


[sndblst.drv] 
Port=220 
MIDIPort=330 
Int=5 
DmaChannel=1 
HDmaChannel=5 


EI The values shown in the [sndblst.drv] group may be different 
_* in your system 


If one or more of the statements are missing, run INSTALL in DOS. 
INSTALL rewrites SYSTEM.INI to set up the drivers. It also sets up 
the Windows applications. 


Resolving Conflicts 


Conflicts occur when two or more peripheral devices contend for the 
same resources. Conflicts between your audio card and another 
peripheral device may occur if your card and the other device are set 
to use the same I/O addresses, IRQ line, or DMA channel. 
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Resolving Conflicts in Windows 95 


To resolve conflicts in Windows 95, run Device Manager to change 
the resource settings of your audio card or the peripheral card in your 
system. 


To run Device Manager: 


Click fASt4 on the task bar of your Windows 95 screen. 
Select Settings from the Start popup menu. 

Select Control Panel from the Settings popup menu. 
Double-click the System icon within the Control Panel group 
box. 

Click the Device Manager tab from the System Properties 
dialog box. 


6. Select Sound, Video and Game Controllers. 


Select your audio card’s name and choose Properties. 


In your audio card’s Properties dialog box, click the Resources 
tab. 


Click the Use automatic settings check box. 

If this check box is already enabled, you need to go into the 
Properties dialog box of the conflicting peripheral device and 
click the same check box there. 


10. Reboot your system to allow Windows 95 to reassign resources 


a 
x 


to your audio card and/or the conflicting peripheral card. 


You can see which peripheral device is conflicting with your 
audio card in the Device Status box in the General tab of your 
audio card’s Properties dialog box. 


Resolving Conflicts in DOS/Windows 3.1x 


To resolve conflicts in DOS/Windows 3.1x: 


I. 


Zz 


Run the ISA Configuration Utility of your system’s Plug and 
Play Configuration Manager. The peripheral devices that 
conflict with your audio card are noted. 


Reselect the resource settings of your audio card that are in 
conflict. 
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